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OH KEANU, 
YOU COMPLETE ME 


IT’S COOL AND KIND OF INEVITABLE that we'd see Keanu Reeves showing up in a video game 
like Cyberpunk 2077 (and it’s not the first time he’s shown up in a game, either) — after all, he’s 
showing up everywhere these days. I’ve always been a little bit behind the curve as far as Keanu 
appreciation goes, but | think | may be just about caught up now after watching him in a weird 
little romantic comedy (it’s such a weird movie that it’s really wrong to describe it as a romantic 
comedy, but | can’t think of any other genre to fit it into) called Destination Wedding. 

My early exposures to Reeves were the usual suspects: the grim 1986 indie River’s Edge about 
amoral teens involved in an accidental killing where he seemed to be maybe the only kid with 
something like a moral compass; the costume drama Dangerous Liaisons where Reeves, just 
like he did in the later Bram Stoker’s Dracula and the Shakespeare adaptation Much Ado About 
Nothing, seemed ridiculously out of place), the enjoyably dumb Bill 
& Ted’s Excellent Adventure and Bill & Ted’s Bogus Journey (where 
Alex Winter and Bill Sadler, for me, delivered all the laughs), and 
then his breakout role as an action star in 1994’s Speed. | still didn’t 
find him terribly convincing as a cop in that movie, but he did get 
me to laugh at his climactic one-liner after villain Dennis Hopper 
gets his head knocked off. 

Reeves’ next action movies, Johnny Mnemonic and Chain Reac- 
tion, were pretty bad. But then he made The Matrix. | got to see it 
at a screening on the Warner Bros. lot and | walked away from that 
movie wanting to fly. | had never seen anything like the wire work kung fu, and the revelation of 
Keanu’s Neo awakening among hundreds of thousands of glass pods (where his hairless body 
was a “human battery” powering a world-spanning machine civilization) still stands up as one 
of science fiction’s greatest reveals. The sequels were disappointing, wallowing in an invented 
mythology that quickly changed Reeves’ character from a relatable everyman to a stone-faced 
superhero, but that first film still resonates. 

Still, | managed to resist the appeal of Reeves until the John Wick movies. Like The Matrix 
films, the first John Wick remains the best—it’s just a movie about a guy getting revenge for his 
dog, and the moment where Reeves boils that down while the villain has him tied to a chair is 
still my all-time favorite Keanu scene. The sequels are more like James Bond movies, but they’re 
a certain amount of fun. But now | admire Reeves’ daring. His turn in Eli Roth’s Knock, Knock, 
done right after the first John Wick, about a husband tempted by two attractive young women in 
his isolated desert house, helps make the movie easily Roth’s best work. And he’s darkly hilarious 
in Destination Wedding as an arrogant, neurotic businessman who spends a weekend hanging 
out with an equally self-absorbed Winona Ryder because neither of them can stand anyone else 
at the wedding they’ve been invited to. 

So I’ve learned to embrace Keanu Reeves and | think he should be in everything now—all 
platforms, all possible venues. Keanu Eternal! 
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SPOTLIGHTING THE COOLEST COLLECTIBLES AND 
GEAR IN THE UNIVERSE. FIND THEM IN-STORE OR 
ON THE WEB AT WALMART.COM 


By the Editors of Geek 


(POP! GAMES) 
If you’ve got 1,500 V-bucks to spare 
you can don the epically equine, blue 
Bash skin in Fortnite: Battle Royale - 
but you can own this adorable Comic 
Con exclusive version of the get-up by 
snagging this collectible Funko POP! 
Figure that comes complete with a 
gold-plated, spiral unicorn horn and all 
the trimmings. 


(POP! TELEVISION) 
Just in case you’d like to embrace iconic comedy 
character Dwight Schrute (of TV’s The Office, 
see above) in his normal, everyday guise as the 
nn anes TUBA ATE most officious and overbearing of all the deni- 
zens at Dunder-Mifflin paper company, Funko 
POP! supplies this uncanny representation of 
the character complete with a stapler encased 
in Jell-O, just like that rascal Jim likes it. 
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(POP! TELEVISION) 

Dwight Schrute winds up taking recycling 
way too seriously and transforms into Recy- 
clops on the beloved sitcom The Office. Only 
actor Rainn Wilson could make someone as 
obnoxious as Dwight lovable, and only Funko 
could make such a cuddly iteration of this 
peculiar comedy character. 
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MARVEL - FANTASTIC FOUR — SILVER SURFER FIGURE 
(FUNKO POP!) 

As we learned from Marvel Comics, life as the herald of planet-devour- 
ing monstrosity Galactus isn’t all surfboards and rainbows. Well, it 
sort of IS if you’re the Silver Surfer, and now you can own comicdom’s 
most reflective and noble intergalactic character with this ingeniously 
deformed Funko figure. Just don’t tell the Fantastic Four. 


MARVEL — 
DARK PHOENIX 
(FUNKO POP!) 
The Dark Phoenix may be one of 
the most tragic figures in Marvel’s 
X-Men, but even if you’re made out of 
pure adamantium, you'll still melt with 
joy when you witness the all-powerful 
cuteness of this Funko reduction of the 
iconic redheaded character. 


FUNKO POP ORANGE TROLL 
(FUNKO POP!) 

They may have had their own movie 
but when we think of Trolls we 
harken back to the original, vintage 
plastic toys from the Sixties because 
we're hippies at heart. This stylized 
reproduction of the classic Troll 
character comes complete with that 
classic head of orange nylon hair 
that’s perfect to get your bubble 
gum stuck into. 


FUNKO ADVENT CALENDAR — 

THE NIGHTMARE BEFORE CHRISTMAS 

(FUNKO POP!) 

It may be about 100 degrees out now, but it’s not too early to start 

counting down the days before Christmas, and nothing makes that more 

fun than this Funko Advent calendar based on Tim Burton’s The 

Nightmare Before Christmas and featuring the leering visage of 
your favorite character, Jack Skellington. 
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COBRA KAI — 


DANIEL LARUSSO FIGURE 4 
(FUNKO TELEVISION) : 
Now you can go all Ralph 
Macchio on your enemies with 7 
this Cobra Kai Daniel LaRusso 
Funko figure, which reduces 
everything lovable about Macchio’s 
karate-chopping character into one 
squeezable lump of warm plastic. Daniel’s 
karate outfit and his distinctive headband 
are all there and he looks just about ready 
to leap into crane pose. 


DEVASTATOR DC MULTIVERSE 7” 
DARK NIGHTS METAL - EARTH -1 


BATMAN 
(MCFARLANE TOYS) 


So what would happen if Bruce Wayne hap- 
pened upon the Green Lantern ring? Well, 
that happens to be exactly what happens 
on Earth 32 in DC’s Dark Multiverse and 

we can assure you that things don’t turn 
out too well. Apparently the green light of 
will drives poor Bruce over the edge as he 
seeks vengeance for his murdered parents 
and super green ring power turns out to 

be pretty bad for everyone concerned. But 
that doesn’t mean this gleaming Metal 
Earth figure from McFarlane Toys isn’t still 
pretty darn neat, and let’s face it, you don’t 
see this sort of Batman every day. 
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FUNKO POP & BUDDY — JOHN WICK 

(BLACK SUIT) AND DOG 

(FUNKO POP!) 

If you love Keanu Reeves as much as we 
do (hey, just flip back and read our open- 
ing editorial), you will simply have to 
possess this reproduction of the revered 
actor in what we modestly believe to be 
his greatest role, as modest marauder- 

for-hire John Wick, who teaches a gang 

of Russian mafia thugs (and 

later just about the whole 
world) that the last thing 
you want to do is mess 
with John Wick’s dog. Bo- 
nus: This figure comes with 
the dog! Don’t mess with it! 


FUNKO POP! MOVIES — 

SILENCE OF THE LAMBS — 
HANNIBAL 

(FUNKO POP!) 

While we in no way want to 

endorse anything that famed movie 

villain Hannibal Lecter does, we 

have to admit that he is extremely 

stylish about the way that he does 3 
it and has endeared himself to a 

generation of moviegoers and horror fans. So 
let’s celebrate that legacy with this creepy little 
Funko POP! figure that comes complete with a 
conveniently borrowed police baton. 
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LOST IN SPACE ELECTRONIC 

B-9 ROBOT 

(DIAMOND SELECT) 

This amazing recreation of the famous Lost 
in Space robot (well, famous if you’re 
of a certain age) features lights, 
tons of working features, rolling 
wheels and best of all a bunch 
of the Robot’s classic phrases: 
everything from “Danger, Will Robinson!” to 
“cannot compute, programming data insuf- 
ficient.” This robot kept Will Robinson and Dr. 
Smith company on many a remote alien planet 
so imagine how easily he can keep a simple 
human like you occupied in your office or living 
room! 


MARVEL LEGENDS DEADPOOL’S 
HEAD COLLECTIBLE 

(MARVEL) 

If you’ve ever wanted a piece of that smack-talking hero for hire Dead- 
pool, now’s your chance! The Merc with a Mouth is reproduced here in 
eerie, we’d even 
say, disturbing de- 
tail, programmed 
with no less than 
600 smart aleck 
phrases and interi- 
or motors that will 
really make this 
disembodied head 
seem like it’s alive. 
We can’t think of a 
better Halloween 
item than this one, 
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Classic scares come to life in Goosebumps Dead of Night, 


a spooky first-person survival game! Escape from the 
legendary Goosebumps monsters as you solve puzzles and 
explore terrifying locales, such as R.L. Stine’s house, 
Dr. Brewer’s Twisted Conservatory and the looming Tesla’s 
Tower. Discover the missing pages from RL. Stine’s books to 
capture Slappy the dummy and stop his evil plans! 
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EVERYONE 10+ 
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THE MOTION PICTURE ~ 


PE INSIDE THE ART & VISUAL EFFECTS 
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THE ART AND VISUAL EFFECTS OF 
STAR TREK: THE MOTION PICTURE 
This 192-page tome takes a deep dive 

into the design and execution of the very 
first Star Trek movie from 1979, featuring 
the movie’s dazzling update of the famed 
starship Enterprise and all its attendant 
Starfleet technology from phaser pistols 

to warp drive cores, plus the movie’s alien 
environments (like Spock’s igneous planet 
Vulcan) and artist Syd Mead’s epically weird 
and immersive designs for the movie’s 
extraterrestrial antagonist, V’ger. The film’s 
early, troubled (but still often brilliant) 
conceptual design work and visual effects 
research by Robert Abel & Associates is also 
explored along with the heroic efforts by 
John Dykstra and Douglas Trumbull to actu- 
ally finish the effects and get the movie into 
theaters on time. And it’s co-written by your 
friendly neighborhood Geek editor-in-chief, 
Jeff Bond! 
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If you’ve ever wanted to explore every corridor, 
briefing room and Jefferies tube of James T. 
Kirk’s starship Enterprise, this full color volume 
gives you a guided tour not only to the famed 
space cruiser from the 1966 TV series but 

also reveals the secrets of the beloved “refit” 
Enterprise that debuted in 1979's Star Trek: The 
Motion Picture and served Kirk and his crew 
through six Star Trek feature films. Loaded with 
full color schematics, exterior views, break- 
downs and locations of all the interior locations 
seen on the TV series and movies and enough 
data to keep a Daystrom Multitronic Unit busy 
for days. 


(EAGLEMOSS) 

Will it scandalize you to know that a few of us 
actually liked the design of the original Star 
Trek’s Klingon ship a bit more than the starship 
Enterprise? The original show’s art director, 
Matt Jefferies, somehow combined the ideas 
of amanta ray and a vulture with the look of 
the TV show’s Klingon cruiser, and the design 
was So good it survived intact for the first 

Star Trek movie produced a decade later and 
influenced the sleek and intimidating look of 
all future Klingon craft. This lavishly illustrated 
book takes a loving look at over 30 Klingon ship 
designs from the early movies to the baroque 
ships of Star Trek Discovery. 


(MATTEL) 


STAR TREK 
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Hey, do you collect Hot Wheels? Are you missing a 1983 Chevy 
Silverado? This amazing collectors display case addresses both 
of these serious issues. If you have a Hot Wheels collection, you 
know that finding a way of displaying these awesome little 
diecast vehicles can be tricky. And once you’ve grabbed a Hot 
Wheels 1983 Chevy Silverado you'll find you just have to start 
collecting the rest of the Hot Wheels line, so you’re going to 
need someplace to put them. Whether you sit it in your office 
like a regular piece of furniture or mount it on a walll, this will 
take care of all your Hot Wheels display needs. 
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BATTLESTAR GALACTICA-— SHIPS 
CLASSIC CYLON RAIDER 
(EAGLEMOSS) 

One thing we never understood about 
Battlestar Galactica was why did it take 
three Cylons to fly a Raider? Wouldn’t the 
Raider have just been a robot itself? Well, 
no need to lose sleep over it (they solved 
that issue in the reboot) — the original 
pancake-shaped Raider design is still one 
of the coolest things ever on television, 
and now you can own a perfect little 
recreation of it for your desk with this 
diecast replica, part of an ongoing collec- 
tion of ships that let you build your own 
ragtag fleet. 
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THE ESSENTIAL GUIDE 


ASSASSIN’S CREED: 

THE ESSENTIAL GUIDE 

(TITAN BOOKS) 

Loaded with timelines, concept art, locations, 
history, character profiles and technology, this 
loaded tome will keep you up to speed on the 
millennia-long battle between the Assassin 
Brotherhood and the Templar Order. They’re 
two super secret organizations so it’s awfully 
nice of them to allow Titan Books to expose 
them like this and we sure hope it doesn’t lead 
to any unnecessary assassinations. 


THE SHIPS OF BATTLESTAR 
GALACTICA 

(EAGLEMOSS) 

Originally derided as TV’s attempt to do Star 
Wars, 1978’s Battlestar Galactica only lasted 
one season but its fantastic space hardware 
and some great concepts kept its memory 
alive until a brilliant 2004 reboot by Star Trek 
writer and producer Ronald D. Moore. This book 
showcases the gigantic space carrier Galactica, 
its Viper fighter squadrons and shuttles, and 
the robotic enemy Cylon Basestars and Raider 
fighters along with the Galactica’s “ragtag 
fleet” of civilian ships — both the original 1978 
spacecraft (actual models built and shot by 
veterans of Star Wars) and the reinvented ships 
of the remake. 


GHOSTBUSTERS: 
THE INSIDE STORY 


Author Matt McAllister takes you ona 
spirited journey back in time to the making 
of the first two Ghostbuster movies, with 

a massive stockpile of vintage photos, 
production artwork, concept designs 

and memories from cast members Dan 
Aykroyd and Annie Potts, director Ivan 
Reitman, visual effects supervisor Richard 
Edlund and many more. From Slimer to 
Zuul and the marauding Stay-Puft Marsh- 
mallow Man, every mystery behind the 
making of the original Ghostbuster classics 
is bound to be solved within the pages of 
this deluxe tome. 


ALIEN 


THE ULTIMATE 
GUIDE TO THE 
CLASSIC MOVIES 


ALIEN: THE ARCHIVE: THE ULTIMATE 
GUIDE TO THE CLASSIC MOVIES 
(TITAN BOOKS) 

Celebrate all of the incredible Alien movies 
(although we really only recommend the first 
two) with this lavishly illustrated guide to 
Ridley Scott’s Alien, James Cameron’s Aliens, 
David Fincher’s Alien3, and yes even Alien Res- 
urrection, Prometheus and Alien Covenant. The 
xenomorph is still one of our very favorite movie 
monsters and the world of the Alien movies 
with all their fantastic hardware and grubby 
characters is a great place to visit, whether in 
book or movie form. 
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CALL DUTY. 


BLACK OPS 


COLD WA 


NOVEMBER 13 


PRE-ORDER NOW ON WALMART.COM 


) 


PS5™ VERSION IS COMING HOLIDAY 2020 


THE ICONIC BLACK OPS 
SERIES IS BACK 


Blood and Gore 
Drug Reference 


Intense Violence 
Strong Language 
Suggestive Themes 


© 2020 Activision Publishing, Inc. ACTIVISION, CALL OF DUTY, and CALL OF DUTY BLACK OPS are trademarks of Activisio 
All other trademarks and trade names are the property of their respective owners. © 2020 Sony Interactive Entertainment LLC. 


STAR WARS THE BLACK SERIES BOBA 
FETT PREMIUM ELECTRONIC HELMET 
(HASBRO) 

Hey, you know the Mandalorian isn’t the only 
Mandalorian in town. Let’s not forget the origi- 
nal, Boba Fett, despite his ignominious end in 
the belly of the Sarlacc. This detailed reproduc- 
tion of Fett’s dented but sturdy helmet features 
authentic styling inside and out, a flip-down 
targeting device and interior heads-up display 
and even LED lights that will make you feel like 
getting out there and tracking down a few alien 
bounties all by yourself. 


STAR WARS THE VINTAGE COLLECTION 
CARBON FREEZING CHAMBER 
(HASBRO) 

Now you can replay Star Wars’ most tragic 
scene, the carbon freezing of Han Solo and his 
ultimate separation from his one true love - 
Chewbacca! See what we did there? Seriously, 
you should get out there and track down all 
the brilliant Star Wars Black Series figures of 
Princess Leia, Chewie, Darth Vader, Boba Fett, 
an Imperial officer or two and a whole bunch of 
stormtroopers (Oh, and Ughnaughts! We can’t 
forget Ughnauhts!) so when you finally obtain 
this sprawling reproduction of the carbon 
freezing chamber with all its catwalks, you can 
do justice to director Irvin Kershner’s vision the 
minute you open the box. 
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COLLECT THESE CREEPY CREATURES 
FOR TRICKS OR TREATS 


AVP XENOMORPH GRID 

(EAGLEMOSS) 

If you’re keeping score in the Alien versus Preda- 
tor mythos, Grid was a nasty alien xenomorph 
(or just alien for fans of the original 1979 Alien 
movie) whose squid-like head wound up with 
an eye-catching green grid pattern when the 
creature got caught in a net deployed by preda- 
tor Celtic in an ancient pyramid beneath Bouvet 
Island. Grid escaped the net to wreak more 
havoc but that green grid on his head gave him 
acatchy moniker and made him awfully easy 
to identify, and it’s faithfully reproduced in this 
intricately detailed maquette. 


ALIENS: ALIEN QUEEN 
(EAGLEMOSS) 

It was pretty hard to top Swiss artist H.R. Giger’s 
monster from the original 1979 Alien, but James 
Cameron came awfully close to succeeding when 
he revealed the 14-foot long, egg-laying alien 
queen in his 1986 sequel Aliens. With a gigantic 
head, icicle-like teeth and a neck frill that would 
intimidate a triceratops, the alien queen im- 
mediately laid claim to being one of the most 
terrifying monsters ever put on a movie screen, 
and this painstaking reproduction of the creature 
captures every creepy detail right down to the 
female monster's high heels — a nice touch. 


PROMETHEUS: TRILOBITE 
(EAGLEMOSS) 

This squid-like creature appeared near the Y 
end of Prometheus, Ridley Scott’s long- A 
awaited prequel to his 1979 chiller Alien, and 
frankly we're still trying to figure out exactly 
what it is. But this amazingly lifelike recreation 
from Eaglemoss will allow you to do your own 
full-on biological research on this organism and 
hopefully explain it all to us when you’re finished. 


A oS Ps 
— @ 
a 


DC COMICS BUSTS: KILLER CROC 
(EAGLEMOSS) 

Few Batman nemeses are more monstrous than Waylon 
Jones, i.e., “Killer Croc.” Born with a condition that caused 
him to grow increasingly reptilian in appearance, Jones 
spent a few formative years wrestling alligators which 
gave him enormous insight into all the dirty little tricks 
those fearsome predators use to come 
out on top, and then used his newfound 
knowledge and skills to lord it over his 
fellow inmates at various penitentia- 
ries and evolve into one of the world’s 
most intimidating supervillains. You can 
celebrate that uplifting story with this super- 
detailed bust that recreates every scale on this guy. 
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BE NICE 

Early interactions that go south 
could come back to haunt you 
much later in the game. 


“3 : a = a 
“AT jo ee THE WITCHER 3: WILD HUNT, IT WAS OUR 
BIGGEST PROJECT YET, BUT THE SCOPE OF CYBERPUNK 207715 


UNLIKE ANYTHING WE'VE TAKEN ON.” 


CYBERPUNK 2077 |SN’T JUST THE YEAR’S MOST 
ANTICIPATED GAME, but arguably its most ambitious. 
Passionately crafted by CD Projekt Red, the talented 
studio that significantly raised the role-playing-game bar 
with The Witcher 3: Wild Hunt, the long-awaited sci-fi epic 
is positioned to shatter expectations and propel the genre 
past its previous limitations. 

While The Witcher’s concluding chapter impressively 
pushed the RPG formula in thrilling new directions — 
delivering an unparalleled sense of scale, scope, and 
player-driven storytelling — Cyberpunk 2077 is aiming 
sky-high to evolve on the pioneering groundwork laid by 
its predecessor. 

“At the time we made The Witcher 3: Wild Hunt, it was 
our biggest project yet, but the scope of Cyberpunk 2077 is 
unlike anything we've taken on,” shares Senior Gameplay 
Designer Pawel Kapala. “The team knew how much of 
a challenge it would be, but being able to use what we 
learned from our previous games, all that experience, re- 


PAWEL KAPALA, SENIOR GAMEPLAY DESIGNER 


ally helped us to push this game as far as we can.” 

Much like The Witcher 3, Cyberpunk 2077 is a sprawling 
action-adventure role-playing game, set in an expansive 
open-world. But where Geralt of Rivia’s exploits unfolded 
in a dark fantasy universe, Cyberpunk 2077's player-cus- 
tomized, male or female protagonist — simply called “V” - 
finds themselves fighting through a gritty sci-fi future that 
could make Blade Runner's dystopian Los Angeles look like 
Disneyland. 


WE BUILT THIS CITY 

Spread across six distinct districts, the game’s mega- 
lopolis, dubbed Night City, is evidence of just how far the 
developer’s world-building prowess has advanced since 
players carved their way through Geralt’s adventure. 
“Cyberpunk 2077 is our biggest undertaking yet, and a lot 
of that comes from the setting. Night City is one of the 
stars of the game, and it’s such a dense world. When you 
compare it to The Witcher 3, which contained a lot of flat, 
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more open spaces, including the open seas, you see how 
much more built-up Night City is.” says Kapala. 

But the city isn’t big just for the sake of impressing 
players with a massive map. As Kapala explains, it’s also 
packed with details, diversity and the sort of immersion- 
cranking atmosphere typically reserved for much smaller, 
linear game worlds. “It’s such a massive city, which is 
built not only horizontally but also vertically. It feels like 
nothing we've ever built before. When you’re just walking 
through the six distinct districts and taking in the dif- 
ferences in architecture, atmosphere, and activity going 
on, it’s easy to lose yourself in it. Building something on 
this scale is definitely a challenge, and it’s resulted in an 
achievement unlike any we’ve had in the past.” 


PUNK PERSPECTIVE 
Of course, this big, beautiful — and quite perilous — world 
isn’t meant to serve as a static backdrop, but as a living, 
breathing place that encourages players to not only 
ogle, but interact with its every neon-drenched nook and 
cranny. To achieve this level of engagement, the studio 
abandoned the tried-and-true third-person perspective 
that worked so well in their previous games. 

“Immersion was definitely our driving force for world- 
building, cemented by our choice of using a first-person 
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LOVE CONNECTION 
Much like The Witcher’s 
Geralt, V will have the option 
toromance some of the 
characters they encounter. 


CITY SIGHTS 
Despite its ambitious scale, 
every gritty, grimy corner of 
Night City is pulsing with 
atmospheric detail. 


perspective. At every step we're thinking how the player 
might interact and engage with the world, trying to help 
make them feel ‘in the moment’ at all times,” continues 
Kapala. 

The switch to a more personal perspective promises 
more intimate, up-close interactions, whether you’re 
filling foes full of lead, hacking chips in victims’ heads, or 
hurtling down Night City’s chaotic streets in a futuristic 
ride. But the cinematic view’s biggest impact is felt during 
conversations with in-game characters. Dialog exchanges 
typically play a vital part in RPGs, but they also take 
control from the player, severely limiting their ability to do 
anything but look and listen. 

According to an enthusiastic Kapala, Cyberpunk 2077 
is redefining this archaic, if reliable design choice. “Our 
first-person perspective works so fluidly with our dialog 
system. At every point, we want to keep the player in 


control in order to maximize immersion at all times. There 
are no cuts or moments where the player’s perspective is 
limited or taken out of their control; when you’re talking 
to characters you don’t feel like you’re locked in. Instead, 
you’re there, in the world and the moment, experiencing 
what's happening around you in real time without any 
barriers. You’re able to make choices not as a viewer, but 
an active participant.” 


CHOOSE WISELY 

More than just ratcheting the immersion to cinema- 
rivaling levels, these first-person exchanges of dialog will 
significantly shape your journey through the game's gritty, 
graphic tale of cybernetic mercenaries, corrupt mega- 
corporations, and a culture obsessed with tech-driven 
body modifications. As fans of CD Projekt Red’s previous 
work are well aware, the studio’s no stranger to creating 
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complex narratives molded by player decisions; Geralt’s 
sharp tongue could be as deadly to others — or detrimen- 
tal to himself — as his beast-slaying blades. 

But like so many of Cyberpunk 2077's progressive 
features, its choice-and-consequence conversations have 
been designed to deliver a much deeper experience. “The 
player will make choices right from the beginning that 
shape the type of person V is. You start by picking V’s 
past, and throughout the game you'll be making decisions 
that will influence relationships with other characters, 
and what sort of path V takes through this unpredictable 
underworld of Night City,” stresses Kapala. “Even minor 
choices during side quests, that may seem like they’re 
there to add flavor, could end up altering your course or 
opening up new opportunities.” 

One of the feature’s most notable, narrative-deepening 
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inclusions is the Life Path system, a player-chosen history 
for their protagonist. Selecting either a Corporate, Street 
Kid, or Nomad track at the start of the game will fill in the 
blanks of V’s backstory, as well as begin the adventure 
with path-specific quests and character interactions. 
Deeper into the journey, players will discover their chosen 
path packs even more story-altering surprises, whether it’s 
their “Corporate” V’s ability to manipulate characters with 
business savvy or their “Street Kid” V infiltrating a power- 
ful gang’s headquarters. 

When discussing the freedom to forge your own path 
via player choice, it’s the addition of gameplay-driven 
decisions that gets Kapala most excited. “We've worked 
hard to implement player choice not only in the story and 
dialog, but also in gameplay itself. In The Witcher 3, deci- 
sions made through dialog choices had weight and impact 


POWERFUL 
PARTS 

You'll be hard-pressed 
to find any characters 
who haven't had some 
cybernetic work done. 


ROAD WARRIOR 

You'll see much of Night City from 
behind the wheels of slick, science 
fiction-flavored rides. 
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BS TH EW EXPLOR E N IG HT CITY, | TH | N K Tabletop game geeks are probably aware Cyberpunk 
FAN S O F T H F CYB F R Pp U | K G F | R F NSS A 2077 takes its name from the classic pen-and-paper 


staple created by prolific designer Mike Pondsmith. And 


W H O LE W | LL D E F| iN ITE LY S E E S | G iN S O F while CD Projekt Red’s ambitious take borrows plenty 
| IN S P| RATI (@) IN ER OM OT H F R M E D | A ” from the board game, the source material is far from 
z the only place the studio has mined for inspiration. 
PAWEL KAPALA , SENIOR GAMEPLAY DESIGNER As Kapala puts it, he and his team have been influ- 
enced by anumber of other popular, pulp properties. 
“We had a ton of source material from Mike Pond- 
smith’s Cyberpunk 2020, so we knew we had a strong 
foundation when it came to lore and setting. But we're 
not simply adapting the tabletop RPG, we're taking 
that universe further and presenting it in a vastly differ- 
ent medium. As they explore Night City, | think fans of 
the cyberpunk genre as a whole will definitely see signs 
of inspiration from other media. Blade Runner, Dredd, 
~ Ghost in the Shell and Akira all come to mind.” 
Of course, the team that turned author Andrzej 
Sapkowki’s The Witcher novels into one of the most 
acclaimed role-playing video games is also determined 
to put their own spin on the genre that made Roy Batty 
acult-favorite baddie. 
“Our goal with both setting and story is to put our 
own stamp on the genre, and to make our own mark. 
Hopefully, with this game, we can add our own layer to 
a genre that has such a rich history and legacy.” 
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YOU TALKIN’ TO ME? 
Player-driven conversations 
will pla e role in shaping 
V’s journey. 
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STRANGER DANGER 
Careful who you trust - most of 
Night City’s denizens are driven 
by questionable motives. 


on characters and the story. But for Cyberpunk 2077, we 
want your choices in gameplay to have the same weight. 
You see this through play-style, and the options certain 
play-styles have open to them. But how you interact with 
characters, what you do in quests and how you play the 
game can all have consequences, small and large.” 


PLAYER-CREATED PROTAGONIST 

The freedom to choose V’s past and shape their future 
is just the beginning. Kapala calls Cyberpunk 2077's 
nuanced world one where you will, “build your own 
story.” Everyone begins the game as a cyber-enhanced 
mercenary, navigating the violent, ruthless, tech- 
obsessed Night City in hopes of finding a mysterious, 
immortality-granting implant. Beyond that basic set-up 
and motivation, however, V is a blank slate, an empty 
canvas waiting to be customized into your very own hero, 
villain, or morally ambiguous merc. 

“We've really gone all in on allowing the player to 
make their own V in Cyberpunk 2077,” begins Kapala. “It 
includes things like customizing the look of the character, 
but players will also be able to create their own play-style 
from the ground up to suit their own preferences, and this 
will fundamentally change the way V feels during combat 
and exploration.” 

On top of choosing V’s gender, players can tweak their 
physical appearance, from skin tone and body type to 
tattoos and hairstyles. Of course, that’s not accounting for 
all the cool clothing and slick gear you'll access through- 
out the story, all of which is realistically reflected on the 
character as each item is equipped. 

While it’s important to look sharp beneath the neon 
glow of Night City’s skyline, it’s those play-style-shaping 
preferences that could mean the difference between 
bringing down an ugly gang boss and bleeding out by the 
curb. Thankfully, Cyberpunk 2077 is packed with all the 
progression systems you’d expect from an RPG, ensuring 
V will continuously evolve via the careful allotment of at- 
tribute points into five categories — Intelligence, Reflexes, 


“WE'RE DEFINITELY EXCITED 
TO SEE WHAT PLAYERS 

GET UP TO WHEN THEY’RE 
UNLEASHED IN NIGHT CITY. 
WE HOPE THEY ENJOY 
EXPLORING THE WORLD 
WE'VE CREATED.” 


PAWEL KAPALA , SENIOR GAMEPLAY DESIGNER 
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You could be forgiven for thinking Keanu Reeves is 
the star of Cyberpunk 2077. Ever since his role was 
revealed during E3 2019, the image of his long-maned 
character — removing his aviator shades with a cyber- 
netic arm — has become synonymous with the game. 
But while the adored actor doesn’t play the protago- 
nist, his mysterious role in your adventure promises to 
be as memorable as his coolest silver screen turns. 

“Keanu takes on the role of rebel rockerboy Johnny 
Silverhand — one of Night City’s iconic personalities.” 
begins Kapala. “Silverhand was the lead singer of 
SAMURAI, a chrome-rock band. He’s dead set against 
mega-corporations, and the way in which they control 
the general populace, minimizing their personal free- 
doms, and he’s a character who is willing to go over 
the edge to take them down.” 

The studio’s offices are also apparently packed 
with Keanu fans, but it was Reeves’ resume in the 
sci-fi/cyberpunk space — including playing “Johns,” 
both Wick and Mnemonic — that prompted the studio 
to approach the star. “We looked at his track record... 
and at his history of playing confident characters who 
take a stand, and thought he would be a perfect fit 
for Johnny!” 


Technical, Body, and Cool. Whether you take the path of a 
gun-toting goon, meaty melee brawler, master hacker, or 
some gray area in between, you'll have the tools, gear, and 
abilities to support your preferred profession. 

Looting, leveling, and laying waste to mohawked punks 
doesn’t do the progression systems’ immense depth 
justice, though, as those base activities only hint at the 
layers making them up. Those looking to spray bullets, for 
example, can tinker with their hardware’s weapon sway, 
reload time, accuracy, critical damage, and critical chance, 
while Cyberware stalwarts can focus on equipping body- 
enhancing mods — like the aptly named Gorilla Hands. But 
we're still just scratching the surface, as passive and active 
perks, damage-reducing gear, and the ability to customize 
a hybrid antihero from various disciplines also factor into 
building your very best V. Pacifist players can even craft a 
character capable of completing the story without scoring 
asingle kill. 

It’s this prospect of near-infinite possibilities, in both 
character variation and how the world and narrative 
can be navigated, that has Kapala and his team eagerly 
anticipating the day fans can finally get their passports 
stamped in Cyberpunk 2077s dark, dystopian future. 

“We're definitely excited to see what players get up to 
when they’re unleashed in Night City. We hope they enjoy 
exploring the world we've created and building their own 
stories by experimenting with all the tools available to 
them.” 
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THE HIT SCI-FI SERIES RETURNS 
TO THE CW THIS FALL FOR ITS 
SECOND SEASON 


By Kate Siegel ) 


HAILED BY PROGRAMMING INSIDER 
AS “RIVERDALE MEETS STRANGER 
THINGS,” Pandora debuted on The CW 
last summer and immediately attracted ie 
viewers from around the world with its i 
mix of sci-fi action, sexy teen angst, a 
mysterious conspiracy and groundbreak- 
ing visual effects from renowned VFX 
company Crafty Apes. The series returns 
this fall with not only new adventures, 
but new characters and obstacles for 
the students of the Earth Fleet Training 
Academy in 2199. The story follows Jax, 
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Jax is played by Priscilla Quintana, a 
former model turned actress, who easily 
clicked with the role. “This was my first 
big acting gig. Looking back [on season 


1] ’mso proud of what we accomplished. 


Mostly the relationships we created as 
well, we became a little family on set. | 
learned so much about the inner work- 
ings on set, and being on set. | have high 
hopes for season 2.” 

When the season begins, Jax finds 
herself as a bigger part of the Earth 
Confederacy Intelligence Services, who 
are tracking down fugitive Tierney (Tina 
Casciani) who escaped justice at the end 
of the first season. 

Says series creator and executive 


producer Mark A. Altman, “This season 
we went in with a very strong idea of 
what we wanted to accomplish. First and 
foremost, now that we’d introduced our 
characters in season 1, we wanted to ac- 
tivate them and put them in much more 
challenging space-based adventures. If 
season 1 was Harry Potter in space or, as | 
prefer to call it, The Paper Chase in space, 
then season 2 we're going full-on Star 
Trek meets Star Wars. We'll learn a lot 
more about Jax and the Pandora mythol- 
ogy, as well as Xander confronting the 
challenges of being a captain.” 

“It’s space spies,” laughs actor Oliver 
Dench, who plays the newly promoted 
Captain Xander Duvall. “I have a ship 


DAUNTLESS HEROES 
Captain Duvall (Oliver 
Dench) leads Jax 
(Priscilla Quintana), 
Rlaen (Ben Radcliffe) 
and Matta (Tegan 
Short) in a search fora 
mysterious planet. 


THERE’S ACATCH 
The Pandora crew 
discovers a seemingly 
perfect world where 
the inhabitants all 
die at 25. 


and get to be at the center of a lot more 
action this year and things between my 
character and Jax have become a lot... 
closer. It’s a lot more James Bond, which | 
like quite a bit.” 

“At the heart of the series is a love 
triangle between Jax, Xander and the 
alien Ralen, played brilliantly by Ben 
Radcliffe,” says Altman. “And this 
season, we're also introducing another 
potential love interest for Jax, an alien 
princess from the Sumi Empire, who 
have been antagonists to Earth, but 
clearly [they have] a lot in common. But 
in doing a deep dive into Sumi culture 
we want to really explore how a strong, 
empowered woman who faces misogyny 
and sexism every day baked into the DNA 
of its culture overcomes that.” 

“The show is a lot more serialized,” 
adds executive producer Steve Kriozere. 
“At the beginning of last season, we 
needed to introduce the characters and 
they were more stand-alone. Some were 
more successful than others, but this 
season the show takes place on a much 
bigger interstellar tapestry and there’s 
a greater sense of adventure, fun and 
romance.” 

Adds Altman, “Meanwhile, Ralen and 
Matta will work on reconciling their rela- 
tionship and what it’s like to be strangers 
in a strange land now that they’re exiled 
from Zatar. We're lucky because the 
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actors are such a gift and so invested in 
their characters and the ongoing story. 
I’m hoping with our new time slot this 
fall, which is a huge vote of confidence in 
the show, we'll reach an even larger audi- 
ence so our premiere is almost a re-pilot 
in asense, suggesting where the show 
will go in its new season and introduce 
you to old and new friends alike.” 
Speaking of new friends, joining the 
cast are Nicole Castillo-Mavromatis as 
Zazie Nichols, Jax’s new roommate, Game 
of Thrones’ Roxanne McKee as Eve, Jax’s 
presumed-dead mother, and Akshay 
Kumar returning as Jett. “One of the new 
characters I’m most excited about is the 
return of Jett from last season,” says 
Altman. “He did some really awful things 
in season | and it’ll be interesting to see if 
the friends can accept him or if he’s back 
to his old tricks. We were so impressed 
with Akshay (Kumar) in episode 6 last 
year; this was something we knew we 
wanted to do early on, and he has not 
disappointed. He’s been absolutely 
terrific and brings a whole new element 
to the ensemble, as does Nicole as Jax’s 
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new sophomore year roommate, Zazie.” 

“When | first read the scripts for sea- 
son 2,” remarks Kumar, “I was so relieved 
and so happy with how Mark, Steve and 
the whole writing team were going about 
handling Jett’s journey. Jett is on this 
road going from someone you love to 
hate, to someone who wants to be part 
of the group. He wants to be accepted as 
a good guy. It’s just been a joy so far.” 

Says Castillo-Mavromatis, “I feel like | 
hold Zazie very close to my heart. There’s 
alot of Zazie in me. A lot of developing 
her character came from figuring out her 
backstory, fleshing out where she came 
from. A lot of that changed when | got 
here, and met the actors, and working 
with Akshay, it completely changed. I’m 
excited to see where the development of 
Zazie and her character go. And I’m just re- 
ally excited to work with more of the cast 
and be on set more. I’m just having sucha 
good time, I’m having so much fun!” 

Also new for season 2 is that Xander 
now has his own starship, The Dauntless. 
“It’s a prototype vessel that he has been 
assigned to go on missions,” Altman says. 
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NICOLE CASTILLO-MAVROMATIS, ZAZIE NICHOLS 


ATTACK IMMINENT 
The Zatarians mass their 
fleet for an attack. 


LOVING THE ALIEN 
Ben Radcliffe as Ralen. 


“! absolutely love it. My mantra to the 
concept designers was | wanted a ship 
that is iconic like the original Enterprise 
or a Star Destroyer, one that | would 
want to own as a toy, but looks like 
nothing we've ever seen before. We had 
a wonderful new production designer 
and along with the fact that we hada 
little extra time for obvious reasons this 
season, we built some really incredible 
new sets like the bridge, corridors and 
captain’s office. One of the biggest chal- 
lenges first season was that we weren’t 
greenlit to series until February and we 
were shooting in April to be on the air in 
July. This year we had a lot more time to 
develop scripts and prep the show for 
filming which was a great help.” 
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MARK A. ALTMAN, SERIES CREATOR 
AND EXECUTIVE PRODUCER 


Both Altman and Kriozere have 
worked on numerous hit dramas, ranging 
from Castle to The Librarians, having 
sold numerous pilots along the way. But 
for Altman, it has been an unfulfilled 
dream to do a sci-fi series in the Star Trek 
tradition—until now. “I’ve always been 
very interested in politics and love to use 
allegory to explore contemporary issues 
so the genre has always been super 
appealing to me,” Altman offers. “Obvi- 
ously, given my love for classic Star Trek, 
it’s just the opportunity of a lifetime to 
be working on a network sci-fi TV series 
set largely in space and not a day goes by 
where | don’t realize how lucky | am that 
we get to do this, particularly this year, 
and am so grateful to everyone at The 
CW who've been so supportive and all 
the Boxers out there who have embraced 
the show so wholeheartedly.” 


For more on Pandora, which premieres in 
October on The CW, visit @pandoraseries 
on Instagram or hashtag #pandoraCW. 
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RE-ENTER THE MATRIX 


THE WACHOWSKI’S CYBERPUNK SAGA PREPARES TO RELOAD 


By Edward Gross 


LAST YEAR, KEANU REEVES was out promoting 
his action film John Wick 3 when he was asked 
whether or not —/f the stars aligned and there 
was a perfect script — he would be interested in 
reprising his role of Neo in a fourth Matrix film. 

“That would be a gift,” he responded without 
hesitation. “It would be interesting. | wouldn’t 
say no to that.” 

Well, get ready, because the stars have 
aligned, apparently the script is a strong one (we 
don’t want to be cynical, but not so sure it will 
be perfect), and things are getting virtual once 
again as we prepare to re-enter the Matrix. And it 
would seem that there are a lot of people ready 
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to return, given the level of excitement that 
greeted the news that The Matrix 4 was a “go” 
project and that it would reunite Keanu Reeves, 
Carrie-Anne Moss, Jada Pinkett Smith, and 
Lambert Wilson. 

Lana Wachowski, one-half of the creative 
force behind the original trilogy with Lilly 
Wachowski, and who will be serving as co-writer 
and director of the new entry in the series, notes, 
“Many of the ideas that Lilly and | explored 
20 years ago about our reality are even more 
relevant now. I’m very happy to have these char- 
acters back in my life and grateful for another 
chance to work with my brilliant friends.” 


“MANY OF THE IDEAS 
THAT LILLY ANDI 
EXPLORED 20 YEARS 
AGO ABOUT OUR 
REALITY ARE EVEN 
MORE RELEVANT 
NOW.” 


LANA WACHOWSKI 


THE MATRIX (1999) 

The series kicked off 21 years ago by introduc- 
ing us to Reeves as a computer hacker who 
discovers that his reality is a lie. “I play a guy 
named Thomas Anderson,” the actor related at 
the time of the film’s release, “who’s looking for 
aman named Morpheus, played by Laurence 
Fishburne. I’m searching for an answer to a 
question. The question is, what is the Matrix? 
My character feels that the answer to the 
question will somehow make sense of his life. 
I’m playing someone who is alienated from 

the world around him. Suspicious of the world 
around him. | feel something wrong with the 
world and it’s been driving you mad like a 
splinter in your mind, and if | find out what is 
the Matrix, it will bring me peace. So I’m playing 
a searcher.” 


“The Matrix,” he added, “is about one’s 
relationship to what is truth, what is reality, 
the subjective, the objective, simulacra, what 
is simulated. The quest for truth and the quest 
for compassion in it as well. It’s fighting for 
the individual, individuality against systems, 
against control.” 

Stated the Wachowskis back then, “We 
began with the premise that every single thing 
we believe in today and every single physical 
item is actually a total fabrication created by 
an electronic universe. Once you start dealing 
with an electronic reality, you can really push 
the boundaries of what might be humanly 
possible. So if characters in The Matrix can have 
instantaneous information downloaded into 
their heads, they should, for example, be able 
to be as good a kung-fu master as Jackie Chan. 
We’ve always wanted to bring Hong Kong fight 
sensibilities into our Western story ideas. This 
was the perfect opportunity.” 


THE MATRIX RELOADED (2003) 
Apparently, there was always a trilogy in mind 
for this concept. In this entry — which was shot 
back-to-back with the final chapter, The Matrix 
Revolutions — Neo begins to recognize the role 
he has to play to save humanity as he, Trinity 
(Carrie-Anne Moss), and Morpheus continue 
their battle against the Machine Army and have 
72 hours to prevent 250,000 probes from dis- 
covering Zion, the final stronghold of humanity. 
Producer Joel Silver explained, “In Reloaded, 
Neo goes to Zion. We knew we couldn’t do that 
when we made the first film, so we cut the story 
off and ended it with Neo flying off into the sky. 
That was the end of the first episode. If the first 
film had not been a success, that would have 
been the end and it would have been a shame. 
That was not the story the Wachowskis wanted 
to tell. They had to do the opening movie to 
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establish this world and create a place where 
superheroes could exist in a fashion that was no 
Spider-Man.” 


THE MATRIX REVOLUTIONS (2003) 

The final (at least until they came up with the 
concept for The Matrix 4) stage of the saga as 
Zion, led by Neo and the others attempt to fight 
off the machines, the fate of humanity hanging 
in the balance. 

Said Reeves, “These films explore the search 
for truth, the cost of knowledge, the quest for 
understanding our lives, and the sacrifices we 
choose to make. Evolution is another important 
theme of the trilogy. In the first film, it’s 
machines versus humans who are trying to free 
themselves from the world of the Matrix where 
the machines have enslaved them. In Reloaded 
and Revolutions, you see the perspective of 
machine-created programs trying to hide in the 
Matrix when they face deletion in the machine 
world, while the humans face extinction by the 
machines that are trying to destroy Zion. Ulti- 
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mately, the machines’ survival is threatened as 
well, and the humans, programs, and machines 
have to find a way to cooperate to ensure their 

survival.” 

Looking back at the trilogy as a whole, Silver 
said of the Wachowskis, “They've created an 
epic story, told it in a visionary way that revolu- 
tionized entertainment and created a thinking 
person’s action trilogy. You can enjoy the films 
ona purely visceral level, and if you want to go 
deeper, there are some very profound ideas to 
consider.” 

“With Revolutions,” he added, “they deliver 
an incredibly powerful payoff to their story. 
They’ve resolved Neo’s journey in a way that is 
emotional, intelligent, humorous and fun and 
gives you a true sense of what this concept was 
all about. It’s very satisfying, yet people will still 
be driven to analyze and discuss it.” 

And audiences will get the chance to start 
doing so all over again when The Matrix 4 
reaches theatres— Coronavirus willing— April 
21, 2022. 
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HALLOWEEN WITH THESE CHILLERS 


By the Editors of Geek 


IF YOU’RE PLANNING ON BARRICADING yourself indoors throughout October, you'll 
need a long horror movie playlist to get you to Halloween, so here are a few of our 
favorite scary things on Blu-ray, DVD and Vudu. 


ISSUE 11 


ALIEN 


Ridley Scott’s 1979 sci-fi chiller is still one of 

the most atmospheric and baroquely designed 
movies ever made, and even though it’s a guy in 
arubber suit, Swiss artist H.R. Giger’s monster 
design is still creepy and unnerving today. Jerry 
Goldsmith contributes a music score that’s as 
moody and frightening as the movie itself and 
the cast of veteran character actors—and stellar 
newcomer-at-the-time Sigourney Weaver— 
make the movie work by acting like real people 
instead of science fiction superheroes. 


« 


THE THING 


John Carpenter’s best movie is a 1982 remake 
of a1950s sci-fi thriller about a dangerous 
alien creature found encased in ice—and 
thawed out—in Antarctica, threatening the 
rugged crew of an isolated U.S. research 
facility. While the original movie features a 
marauding “intellectual carrot” played by 
Gunsmoke’s James Arness, Carpenter’s “thing” 
is a shapeshifting, surreal monstrosity created 
via groundbreaking prosthetic and animatronic 
effects by Rob Bottin with an assist from Stan 
Winston. Some of the effects have dated, but 
the on-set approach (with physical creature 
effects interacting with the actors) still brings 
a spine-tingling reality to the horror sequences 
that digital effects can’t match. 


INVASION OF THE BODY SNATCHERS 


This sci-fi horror flick about alien pods that 
replace people with emotionless duplicates 

has had many remakes and rip-offs over the 
years. You can’t go wrong with the black-and- 
white original starring an increasingly feverish 
Kevin McCarthy, but if you must have color, we 
strongly recommend the fantastic 1978 remake 
with Donald Sutherland and Leonard Nimoy. It’s 
one of the most frightening movies ever made 
and a masterpiece of modern paranoia. 


Asti 


COLLECTION 
CHRISTOPHER WALKEN 


THE PROPHECY COLLECTION 


If you happen to need an idiosyncratic actor to 
play an evil version of the Archangel Gabriel 
arriving on Earth in search of an immortal soul to 
help end a war raging in the great hereafter, you 
could do a lot worse than reliably eccentric Chris- 
topher Walken, who more than delivers in this 
apocalyptic thriller with a pre-Lord of the Rings 
turn by Viggo Mortensen as Lucifer. This led to a 
series of movies but most don’t feature Walken. 
The original film is also available on Vudu. 


STEPHEN KING'S 


DOCTOR SLEEP 


TER IN THE SHINING story 


INCLUDES 
DIRECTOR'S CUT 
ON BLU-RAY™ 


DOCTOR SLEEP 


Writer Stephen King was famously unhappy 
with Stanley Kubrick’s film of his book The 
Shining, but over the years, the movie has 
become regarded as a genuine, eerie classic. 

So filmmaker Mike Flanagan walks a fine 

line between loving homage to Kubrick (with 
uncanny re-creations of the Overlook Hotel sets 
and the characters played by Shelley Duvall 
and Scatman Crothers in the Kubrick film) and 
devotion to King in this sequel story focused on 
a grown-up Danny Torrance (Ewan McGregor, 
playing the little kid from the original story) 
facing his own demons as well as a new breed 
of “shiners” led by cult leader Rose the Hat 
(Rebecca Ferguson). 


ROBERT MITCH 
SHELLEY WINTERS 


HUNTER 


Dirreted by (HURLES LAL CHTON 


“THIS GENERATI ‘S THE EXORCIST 
BUT HEADS WILL SPIN MORE SAVAGELY 


HEREDITARY 


This supernatural chiller about an emotionally 
damaged woman (an incredible Toni Collette) 
tempted by dark forces after the death of her 
daughter is not for the faint of heart. After the 
blistering psychological tension of the film’s 
opening half, filmmaker Ari Aster (whose 
Midsommar also deserves a look) moves ina 
definite Rosemary's Baby direction that divided 
audiences. Even if you don’t buy the twist, 
Collette’s performance (which deserved an 
Oscar nomination) will have you by the throat 
throughout. We double dog dare you to make it 
all the way through this movie. 


THE NIGHT OF THE HUNTER 


If you have an odd urge to dip into the 
atmospheric well of black-and-white movie 
classics and want something truly off the 
wall, Charles Laughton’s sole directorial 
effort from 1955 features an arresting, 
funny and often terrifying performance by 
Robert Mitchum as an evil preacher who 
marries a hapless widow (Shelley Winters) 
in the hopes of extracting the location of 
her late husband’s bank robbery stash from 
her two innocent little kids. It’s kind of a 
cross between an episode of The Twilight 
Zone and one of Grimm’s Fairy Tales. Also 
available on Vudu. 
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SCARY MOVIE PLAYLIST 


STEPHEN KING'S 


THE MIST 


RET TEN FOR TL SCREEN AND DIRECT 


FRANK DARABONT 


THE MIST 


Some kind of interdimensional doorway opens 
up in asmall town in Maine and lets all sorts of 
horrible things into the world, but as writer- 
director Frank Darabont (adapting a Stephen 
King story) is all too keen to remind you, the 
only thing worse than interdimensional spider- 
monsters is plain old ordinary people. Boasting 
one of the most audience-tweaking, downbeat 
endings of all time (goosed by a memorable, 
Lovecraftian monstrosity), this served as a bit 
of a dry run for Darabont’s shepherding of The 
Walking Dead to the small screen. 


"Two thumbs way up! 
One of the year’s best flmst 
oper Ebert, “Ebert de Roeper 


e cinematic horror. 


No Soul Is Safe. 


FRAILTY 


Bill Paxton directed and stars in this harrowing 
psychological horror tale about a disturbed dad 
who endangers his family when he becomes 
convinced that people around him are demons 
that need to be destroyed. As you might have 
guessed, this does not end well—but Paxton 
excels as both actor and director in this chilling 
little tale. Also available on Vudu. 
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POLTERGEIST 


It’s no secret that this masterful tale about a 
suburban family terrorized by evil spirits was 
directed by Steven Spielberg (although credited 
to Tobe Hooper). Working at the peak of his 
early career (and the same year he made his 
family hit E.7.: The Extraterrestrial), Spielberg 
and a wonderful cast helped create a funny and 
believable nuclear family (with Craig T. Nelson 
and JoBeth Williams parenting), then put them 
through the wringer, assaulting them with 
everything from a tornado and a monstrous 
tree to ethereal ghosts and a final confronta- 
tion with “The Beast,” a malevolent presence 
not truly explained until the movie’s less-than- 
stellar sequel. It’s a rousing and thrilling roller- 
coaster ride with another spellbinding score by 
Jerry Goldsmith. 


“TERRIFYING! A MASTERPIECE OF MODERN HORRORI”" 
Boott Mantz. “Access Motywoor 
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THE COLOR OUT OF SPACE 


Nicholas Cage is well known for giving un- 
hinged performances in increasingly obscure 
movies, but this legitimately great actor still 
occasionally hits one out of the park with work 
ina movie that’s actually good. This adapta- 
tion of an H.P. Lovecraft story about a fallen 
meteor that begins to change the wildlife 

and inhabitants of an East Coast community 
features a turn from Cage that is not only con- 
sistently hilarious but also fits in perfectly with 
the movie's disturbing themes of alienation 
and distrust. Director Richard Stanley and his 
crew create a vivid, hallucinogenic atmosphere 
and a magenta color palette that will stick 
with you long after you turn off your TV. 


THE DESCENT 


A group of daring young women gets a lot more 
than they bargained for when they engage ina 
weekend caving expedition and discover once 
they’ve crawled down into the bowels of the 
earth that they are not alone. Spoiler alert: 
There are monsters involved, but the amazing 
thing about director Neil Marshall's harrowing 
movie is that the early cave crawling scenes 
are almost scarier than anything involving 
subterranean creatures. If you’re the least bit 
claustrophobic, you will be squirming unmerci- 
fully throughout this movie. 


| OT sarowsee & COLLECTIBLES 


Sacrifice nothing. Combine high-grade graphics 
and processing power for gaming and multi- 
tasking, plus improved thermal cooling for 
overall performance and stability. Immerse 
yourself in the game with a narrow bezel 
display and custom-tuned audio. The 
perfect balance between work and play, 
so you can doit all. 


ADVERTISEMENT 


The PS5™ console unleashes new gaming Bring gaming worlds to life 
possibilities that you never anticipated. 


Experience lightning fast loading with an ultra- Haptic feedback’ 
high speed SSD, deeper immersion with support Feel physically responsive feedback to your in-game actionvs 
for haptic feedback, adaptive triggers, and 3D with dual actuators which replace traditional rumble motors. In 
Audio, and an all-new generation of incredible your hands, these dynamic vibrations can simulate the feeling 
PlayStation® games. of everything from environments to the recoil of different 
weapons. 
Lightning Speed 


Harness the power of a custom CPU, GPU, and Adaptive triggers' 
SSD with Integrated I/O that rewrite the rules of | Experience varying levels of force and tension as you interact 


what a PlayStation® console can do. with your in-game gear and environments. From pulling back an 
increasingly tight bowstring to hitting the brakes on a speeding 
Stunning Games car, feel physically connected to your on-screen actions. 


Marvel at incredible graphics and experience 
new PS5™ features. 


Breathtaking Immersion 

Discover a deeper gaming experience with 
support for haptic feedback, adaptive 
triggers, and 3D Audio technology. 
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GET YOUR GEAR ON WITH THESE GADGETS, 
GAMES AND GEEKY GOODIES 


By the GEEK Staff 


LENOVO LEGION GAMING LAPTOPS 


Lenovo’s long been a leader in the laptop space, but its latest lineup is 
looking to further level-up their game — and yours. Designed with the 
most dedicated players in mind, its new Legion offerings come in multiple 
variants, all packed with performance-focused features. The premium- 
tiered, 10* Generation Intel-based Lenovo Legion 7i, for example, is outfit- 
ted with the latest NVIDIA GeForce GTX 1650 graphics card, as well as a 
15-inch screen—complete with VESA DisplayHDR 400 technology — for 
unmatched, detail-drenched immersion. 

Of course, those looking to dominate the virtual battlefield will 
also appreciate the extra edge provided by the Legion 7i’s TrueStrike 
keyboard. Toss in up to eight hours of battery life, a light and sleek 
yet super-durable design, and an overall architecture carefully crafted 
based on pro-gamer feedback, and Lenovo’s latest machines have 
got your back whether you’re a casual streamer, esports competitor or 
prolific content creator. 
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THE WITCHER 3: WILD 
HUNT ACTION FIGURE 


Geralt of Rivia may have hung 
up his silver and steel swords 
in CD Projekt Red’s epic role- 
playing series, but fans can 
still celebrate their love of The 
Witcher 3: Wild Hunt with this 
beautiful tribute to the game’s 
beast-slaying protagonist. 
Created by the talented team at McFarlane Toys, the 12-inch action figure/ 
adult-aimed collectible is brimming with authentic touches, from Geralt’s 
silver mane and White Wolf medallion to his signature Kaer Morhen armor 
and trademark dual blades. If all that wasn’t enough to earn this one a 
prime spot in your geek cave, Geralt’s fistful of severed monster heads— 
crafted with gruesome detail—should definitely do the trick. 


PGA TOUR 2K21 


Hit the links without leaving your living room in PGA Tour 2K21,a 
graphically impressive golf sim refreshingly aimed at players of all 
skill levels. 2K’s take on the favorite swing-and-putt pastime packs 
plenty of advanced features, offering a deep, challenging experience 
for seasoned players and longtime fans. But it also serves as the 
perfect jumping-in 
point for those 
looking to swing 
the sticks for the 
very first time. 
Real-time tuto- 
rials, shot-specific 
suggestions and 
enough rookie- 
focused tips to fill a clubhouse remove the frustration that can often 
come with diving into a sports simulation sans established skills. 
Multiple modes, including local and online options, as well as the 
ability to oversee full seasons and tournaments, round out a content- 
crammed offering that could see you discovering your new favorite 
no-contact sport. 
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LEGO SUPER MARIO 


LEGO’s colorful plastic bricks and 
Nintendo’s mustachioed mascot 
combine for a wildly creative colli- 
sion that brings both iconic properties to life like never before. LEGO Super 
Mario sets invite fans to build environments inspired by those featured 

in the portly plumber’s video game adventures, complete with familiar 
props — like green pipes — as well as structures and enemies pulled right 
from the Mushroom Kingdom. 

More than snap-together replicas, the sets feature a strong interac- 
tive element, encouraging fans to engage with them much like they 
would from behind a gamepad. Brought to life by an electronic sensor, 
LCD screens and a speaker, the Mario figure, bundled in the Adventures 
with Mario Starter Course, isn’t your ordinary mini fig. When triggered by 
certain bricks, the character delivers sounds and expressions that'll be 
familiar to anyone who's visited Mario’s virtual world. Multiple expansion 
sets, collectible characters and power-up packs can be added for even 
more coin-collecting, Bowser-battling fun. 


ELEMENT GAMING KEYBOARD 
(WHIRLWIND FX) 


The Element’s sturdy construction and oh-so-clickable keys make it the 
perfect keyboard for gamers craving that extra competitive edge. But it’s 
the peripheral’s immersive illumination effects — customizable with any 
content — that will highlight your skills with style to spare. Leveraging 
first-of-its-kind tech, the keyboard detects, recognizes and syncs with 
critical utility moments in-game. So whether your avatar’s healing-up, 
or suffering a fatal injury, or just blowing up the battlefield real good, the 
Element’s keys burst with colorful, contextual immersion. 


TICKET TO RIDE, 
CATAN BOARD GAMES 
(DAYS OF WONDER, CATAN 
STUDIO) 


If Monopoly is still your game 

night go-to, you might be doing it 

wrong. No disrespect to Hasbro’s 

property-trading classic, but the 

last decade or so has ushered in 

a massive board game revolution that’s spawned a new generation of 
family favorites. If you’re looking to reinvigorate your tabletop hobby, 
Ticket to Ride and Catan are great places to start. 

The former sends players on a cross-country locomotive adventure, 
collecting new train cars and connecting cities via fresh routes, while 
the latter tasks them with discovering land and gathering resources to 
settle the island of Catan. Beyond their basic premises, both games of- 
fer deeply layered yet accessible experiences that engage and entertain 
in ways that passing GO and collecting $200 can’t quite match. 


FORTNITE BATTLE BUS DRONE 


Now you can enjoy > wee 
the Fortnite thrills 
of dropping in 
unexpectedly over various locations while 
actually getting some fresh air anda 
little exercise. Can a hot air bal- 

loon really lift and drop a full-size Z 
school bus full of munitions safely 
ona target? We don’t recom- 
mend you experiment in real life to find out, but you can still reproduce 
that thrill with this 7-inch-long drone version which augments the minia- 
ture hot air balloon with four high-powered, synchronized lift propellers so 
you can control its attitude with pinpoint accuracy. 
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If you’ve been wonder- 

ing how you're going to 

be spending the next five 
to ten years of your life 
productively, you can relax 
— after experiencing a few 
hours with this thrilling retro-styled 

gaming system, we can confidently tell you that you 

can travel back in time to the carefree days of the early 1980s for a full 
load of vector and raster-based gameplay of all the arcade classics 
you forgot you ever loved. Comes complete with two high performance 
2.4ghz wireless controllers, styled after the Atari 2600 originals, two 
legacy controller ports for optional wired joysticks, and 130 games 
including Pitfall!, River Raid, Spider Fighter, Beam Rider, Pong, Tempest 
and about 125 more... 
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ONE OF THE BRAINS 
BEHIND THE XBOX 
SERIES X SHARES THE 
GOODS ON THE NEXT- 
GEN SYSTEM 


By Matt Cabral 


IF YOU'VE BEEN FOLLOWING THE BUZZ 
surrounding Microsoft’s next Xbox game 
console, you’re probably expecting the 
platform to pack more power than the 
Death Star station. But while that might 
sound like an extreme exaggeration, the 
comparison isn’t as far off as you think. 

Hailed as the company’s fastest, 
most powerful console to date, the 
Xbox Series X is reaching for the stars to 
ratchet fidelity and immersion to unpar- 
alleled levels. Still, when discussing the 
upcoming platform, it’s easy to get lost 
in all the game-changing promises and 
tech-driven jargon. Terms like “raytrac- 
ing” have been liberally tossed around to 
describe the system’s potential, but how 
these technologies actually translate 
to jaw-to-the-floor gaming experiences 
isn’t always clear. 

Thankfully, we spoke with the director 
of program management for Xbox Series 
X, Jason Ronald, who was more than 
happy to cut through the complexity and 
hyperbole — like a Lancer rifle’s chainsaw 
bayonet through warm butter — to bring 
us the scoop on the new system. 


ISSUE 11 


EASY UPGRADE 
Smart Delivery ensures fans get the best versions of 
games when upgrading from Xbox One to Series X. 


"FOR THE VERY FIRST TIME IN A GAME CONSOLE, XBOX SERIES X INCLUDES SUPPORT 
FOR HIGH PERFORMANCE, HARDWARE-ACCELERATED DIRECTX RAYTRACING.” 


JASON RONALD DIRECTOR OF PROGRAM MANAGEMENT FOR XBOX SERIES X 


Geek: We’ve heard so much about how 
powerful the Xbox Series X is, but how 
does it compare to the current Xbox 
One X, which already seems to be 
holding its own in terms of power? 
Jason Ronald: “We've built a console that 
delivers four times the processing power 
of Xbox One X in the most quiet and ef- 
ficient way. Beyond raw horsepower, the 
custom designed processor at the heart 
of Xbox Series X enables many innova- 
tive capabilities, including hardware- 
accelerated DirectX Raytracing, which 
allows developers to create more realistic 
and physically accurate worlds. 

We've also developed innovations 
and architectures for Xbox Series X that 
allow developers to radically improve 
asset streaming and effectively multiply 
available memory, enabling richer and 
more dynamic living worlds, as well as 
effectively eliminating load times.” 
Geek: You mention Raytracing, a tech 
term that’s become synonymous 
with the platform’s potential. Can 
you elaborate a bit more on what this 
technology brings to the table? 
JR: “Yes, for the very first time in a game 
console, Xbox Series X includes support 


for high performance, hardware-accel- 
erated DirectX Raytracing, enabling de- 
velopers to deliver incredibly immersive 
visual and audio experiences. It allows a 
developer to realistically re-create how 
light and sound interact with the physical 
world in real time, resulting in improved 
lighting, shadows, reflections, acoustics 
and spatial audio. 

We see a future where you're instantly 
absorbed in your games, and worlds are 
even more lifelike, immersive, responsive 
and surprising — one way to achieve this 
new level of immersion is with this tech. 
Titles that support it will produce more 
dynamic, realistic environments, mean- 
ing you'll see true-to-life lighting and 
accurate reflections in real-time as you 
explore the game world.” 


Geek: Improved visuals tend to domi- 
nate the conversation when discuss- 


ing new console technology, but can 
you talk about the system’s enhanced 
performance? 

Jason Ronald: “The Xbox Series X is 
designed to deliver a new level of per- 
formance never seen before in console 
gaming. With four times the processing 
power of an Xbox One X, Xbox Series X 
enables developers to provide trans- 
formative gaming experiences through 
richer, more dynamic living worlds, more 
realistic Al and animations, and support 
for higher frame rates, including support 
for up to 120 fps.” 


Geek: While not as flashy as pretty 
graphics, it sounds like enhanced 
speed was also a goal in designing the 
console? 

Jason Ronald: “Yes, Xbox Series X is also 
built to enable players to spend less 

time waiting and more time playing, as it 


CLASSIC 
STYLE 

The console’s green- 
and-black hues nicely 
recall the original 
Xboy's striking color 
ye y combo. 
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virtually eliminates load times with the 
40x boost in performance from last gen- 
eration. Game worlds are larger and more 
dynamic, but load in a flash. And fast 
travel is just that — fast. ‘Quick Resume’ 
is anew feature powered by our Xbox 
Velocity Architecture, enabling players 
to seamlessly switch between multiple 
titles and resume instantly from where 
they last left off without waiting through 
long loading screens.” 

Geek: Can you talk about your team’s 
approach to supporting — and even 
enhancing — previous generation’s 
games? 

Jason Ronald: “Our goal has always 
been to empower gamers to play the 
thousands of games from across four 
generations of Xbox at the launch of 
Xbox Series X. Existing Xbox One games, 
including backward-compatible Xbox 
360 and original Xbox games, will look 


and play better than ever before on 
Xbox Series X. This means all titles will 
run at the peak performance they were 
originally designed for, and many times 
even higher performance than the games 
saw on their original launch platform. 
This will result in higher and more steady 
frame-rates and rendering at their maxi- 
mum resolution and visual quality. 
Backwards compatible titles will also 
see significant reductions in in-game 
load times from the massive leap in 
performance. Additionally, Xbox Series 
X delivers an innovative HDR recon- 
struction technique, which enables the 
platform to automatically add HDR 
support to games. The team has also 
created a whole class of innovations, 
including the ability to double the 
frame-rate of a select set of titles from 
30 fps to 60 fps or 60 fps to 120 fps, as 
well as new techniques enabling even 


more titles to run at higher resolutions 
and image quality.” 


Geek: You can’t talk about the next 
iteration of Xbox hardware without 
discussing its controller: What can 
you share about the gamepad? 

Jason Ronald: “We are extremely proud 
of our history in controller innovation, 
and we believe we have the best control- 
lers in the industry. The design team 
developed a next-generation control- 

ler to deliver what fans wanted most: 
improved ergonomics for a wider range 
of people, better cross-device connectiv- 
ity, easier sharing and reduced latency. 
The new Xbox Wireless Controller also 
features a new hybrid D-pad inspired by 
the Xbox Elite Wireless Controller Series 
2, and anew Share button that captures 
and shares content such as screenshots, 
recordings and more.” 


CONTROL 
FREAK 

The new controller 
builds on what many 
believeis already 
the medium’s best 
gamepad. 


“"QUR GOAL HAS ALWAYS BEEN TO EMPOWER GAMERS TO PLAY THE THOUSANDS OF 


GAMES FROM ACROSS FOUR GENERATIONS OF XBOX AT THE LAUNCH OF XBOX SERIES X°’ 


JASON RONALD DIRECTOR OF PROGRAM MANAGEMENT FOR XBOX SERIES X 
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HE’S BACK (Infinite will see Master Chief again starring in the series that made him a household name. 


a, 


INFINITE BEAUTY Thanks to the powerful Xbox Series X, Halo’s next chapter will be its prettiest yet. 


¥ 
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BRUTE FORCE A familiar Halo enemy returns, but the Banished mercenaries’ motives are unclear. 


ROLL OUT 


TRANSFORMERS VIDEO GAMES have 
been around for almost as long as the 
Autobots and Decepticons have been 
battling it out. Dozens of games, span- 
ning nearly four decades, have offered 
generations of fans the opportunity to 
get behind the awesome abilities — and 
amazing transformations — of their 
favorite robots in disguise. 

The latest interactive entertainment 


take on the enormously popular property 
is aiming to pay tribute to that long 
legacy, while also forging its own path. A 
collaboration between Hasbro, Outright 
Games and Coatsink, the upcoming 
Transformers: Battlegrounds is combining 
iconic characters, tactical gameplay and 
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a stylized visual presentation to deliver 
an experience fans of all stripes should 
appreciate. 

Battlegrounds’ premise sees players 
commanding Optimus Prime and the 
Autobots as they attempt to stop the 
evil-doing Decepticons from overtaking 
Earth and Cybertron. But according to 
Coatsink’s narrative designer, Jon Davies, 
that setup only scratches the surface of 
the game’s epic tale. 

“The story is inspired by the Transform- 
ers: Cyberverse cartoon, set in an alternate 
timeline following the events of Chapter 
One (the first series). Following the 
Decepticon invasion of Earth, Bumblebee, 
Windblade and Grimlock must track down 


BATTLEGROUNDS TRADES 
MINDLESS ACTION FOR 
SMART STRATEGIZING 


By Matt Cabral 


Arcee, Wheeljack and Optimus Prime, 
as Megatron draws ever-closer to the 
AllSpark. Players command all these char- 
acters as the story propels them through 
ever-more treacherous battlegrounds.” 
Braving these titular theaters of war 
means building a squad and strategizing 
through intense, turn-based skirmishes. 
As Davies describes it, assembling a 
well-balanced team will play a significant 
role in securing combat victories. “As char- 
acters and upgrades are unlocked, players 
will be able to choose which Autobots 
they take into battle to match their play 
style and customize everything from their 
basic attacks, to their special skills, to their 
Ultimate Abilities, to their appearance.” 


The story-based 
campaign puts players 
behind the unique 
powers of six fan- 
favorite Autobots. 


MORE THAN A 
TV TIE-IN 


ya J 7 Transformers: Battlegrounds features 
anumber of elements that'll be 
familiar to fans of the Transformers: 
— ’ me Cyberverse animated series. According 
to Davies, however, his studio’s ambi- 
. . tious take on the franchise is borrow- 
. = 2 ae ing more than superficial inspiration 
~~ from the popular cartoon. 
“Transformers: Cyberverse was the 
—_ main inspiration for the characters, 
story and visual style—and we’re 
thrilled to feature the original voice 
cast from the series. We've also aimed 
for a clean, painterly aesthetic while 
closely matching the animations, 
character models and overall visual 
style of the cartoon. A lot of time and 
attention went into ensuring each 
a environment remained detailed but 


“TH E STO RY IS | NSPI R ED BY TH E easily readable for strategic game- 
TRANSFORMERS: CYBERVERSE — theviantsoburvsotcental cy, 

CA RTOON, SET | N AN ALTE R NATE scenic mountain forests and the 
Tl M E LI IN E FO LLOWI NG TH E neon haze of Cybertron. We’ve gone 


to great effort to create the most 


EVE NTS OF TH E Fl RST SE R | ES. authentic Transformers experience 


JON DAVIES , COATSINK’S NARRATIVE.DESIGNER possible for fans.” 
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BEYOND THE 
BATTLEGROUNDS 


Battlegrounds’ 20-mission, story- 
driven mode should keep players 
plenty busy, especially given its focus 
on tackling levels with different com- 
binations of characters. Still, you can 
never have too much bot-blastin’ fun, 
so fans will want to dive into Battle- 
grounds’ numerous supplemental, 
competitive and cooperative offerings 
once they’ve rolled the credits on the 
campaign. 

While Davies guards the deep- 
diving details on these modes as if he 
were protecting an AllSpark fragment, 
the developer did offer this enthusi- 
astic tease: “Battlegrounds includes 
aroster of arcade games featuring 
a host of new maps and unique 
gameplay scenarios — including Last 
Stand, Energon Capture, Destruction 
and Horde modes — which can all be 
adjusted to match your skill level and 
be played both in single-player and 
local co-op.” 

If all that doesn’t satisfy your 
need to crush towering robots like 
tin cans, Battlegrounds will also 
feature “Decepticon Grudge Match,” a 
dedicated mode that puts you behind 
the pavement-buckling powers of the 
bad guys. 
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Arcade-inspired 
Modes allow players 
to crush—or cooperate 
with—their friends. 


Environmental hazards 
and destruction can 
prove as formidable as 
attacking foes. 


a 


This expansive customization prom- 
ises to open a wide variety of ways to 
approach missions and, ultimately, turn 
the bad guys into heaps of twisted metal. 
Experimenting with different combina- 
tions of characters — as well as their 
unique skills and abilities — will be key to 
successfully crushing the Decepticons. Of 
course, you won’t know if you’ve built the 
best team of bots until you see how they 
fare against the game’s biggest bads. 
Across the 20 campaign missions, players 
will have the opportunity to unload on 
legendary villains, from Starscream and 
Soundwave to Megatron himself. 

It’s not just enemies players need to 
worry about, though, as Battlegrounds’ 
carefully crafted stages — spread across 
cities, forests, deserts and other detailed 


SHE TAGHES- 
BASED GAMEPLAY IS 
AIMED AT FANS OF 
ALL AGES. IT’S EASY 
TO LEARN, TRICKY 
TO MASTER.” 


JON DAVIES COATSINK’S 
NARRATIVE DESIGNER 


environments — offer their own set of 
challenges. When not battling the De- 
cepticons, fans will face hazards, includ- 
ing sandstorms, Energon stockpiles and 
exploding vehicles. That said, seasoned 
strategists may be able to find creative 
ways to weaponize these dangers and 
use them against Megatron and his ruth- 
less minions. 

While the focus on tactical, 
customizable combat promises more 
depth than previous, action-based 
Transformers titles, Davies stresses that 
it’s not leaving those new to the genre 
on the sidelines. “The tactics-based 
gameplay is aimed at fans of all ages. It’s 
easy to learn, tricky to master. Players 
can also choose from three different 
difficulty settings, ensuring fans of any 
skill level can smash and blast with the 
best of ‘em.” 

So whether you’re a longtime fan of 
turn-based strategy titles or a faithful 
Transformers’ follower craving a fresh 
way to experience the sci-fi universe, 
Battlegrounds welcomes you to the fight 
when it hits PlayStation 4, Xbox One, 
Nintendo Switch and PC this fall. 


GOTHAM 
KNIGHTS 


PUTS PLAYERS BEHIND THE POWERS 
OF FOUR FAVORITE SUPERHEROES 


WARNER BROS. NEXT BATMAN GAME TRADES 
THE CAPED CRUSADER FOR A QUARTET OF DC 


COMICS’ LEGENDS 
By Matt Cabral 


BATMAN |S DEAD. At least that’s what 
the announcement of Warner Bros. In- 
teractive Entertainment’s new Gotham 
Knights game would have you believe. 
The premise for the publisher’s highly 
anticipated next Batman entry reveals 
the Caped Crusader’s death, setting up 
the titular Knights to take up his crime- 
fighting torch. 

Thankfully, his protégés are no push- 
overs. Players will don the capes and 
cowls of four different DC fan-favorites 
— Batgirl, Nightwing, Robin and Red 
Hood. Each character possesses unique 
skills and abilities, which will grow and 
evolve through the game’s progression 
systems. But you needn’t settle on one 
superhero, as Gotham Knights supports 
the option to swap between characters 
on-the-fly, encouraging you to pick the 
best vigilante for the task at hand. Even 
better, two players can join forces to 
save the city via an online co-op. 

Whether you choose to tackle Go- 
tham’s criminal element as a lone wolf 
or recruit a friend to help pick up where 
Batman left off, you can expect an epic 
action-RPG adventure that builds on 
the formula introduced in the Arkham 
franchise. The game’s Gotham City 
promises to be a sprawling, open-world 


PLAYERS WILL DON 
THE CAPES AND 
COWLS OF FOUR 

DIFFERENT DC FAN- 

FAVORITES — BATGIRL, 

NIGHTWING, ROBIN 

AND RED HOOD. 


metropolis packed with story-based 
missions, secondary quests and enough 
extracurricular activities to keep 
completionists playing until the bulb 
burns out on the Bat-Signal. 

The fabled Belfry will serve as the 
foursome’s home base, where players 
can plot and plan their next move 


against the game’s gallery of rogues. ORACLE EVOLVED 
Speaking of DC’s slate of iconic baddies, Based on her combat 
Gotham Knights will feature numerous prowess and command 


famed foes — including Mr. Freeze — that 
have come together in an original story- 


of the Batcycle in 
Knights’ reveal, 


line crafted for the game. The mystery Barbara Gordon’s the 

behind the bad guys’ evil-doing deeds game’s star. 

only scratches the surface of the co- 

nundrums fans will need to crack. Much 

like the Arkham series, Gotham Knights 

will call on the characters’ investigative KNIGHT'S NIGHT 

skills to solve various riddles. Using a combination 
Sleuthing aside, the game’s focus of acrobatics and his 

will be on fist-to-face combat and signature Escrima 


superheroic action, inviting players to 
explore the highly dynamic and interac- 


NP SAN 


Sticks, Nightwing’s 
got skills and style. 


xX 
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tive world, beating the stuffing out of 
any baddies who dare cross their path. 
The city will be broken into five distinct 
boroughs, so fans will rely on a variety 
of character-specific traversal abilities 
to navigate environments. Vehicles, 
like the Batcycle, will also help you get 
around the city’s dangerous streets and 
dimly lit alleyways, while an evolving 
arsenal of weapons, gadgets and gear 
guarantees you'll always have the right 
tools for the day-saving job. 

We can’t wait to return to Gotham 
City - and discover if Batman really is 
dead — when Gotham Knights swoops 
in next year. 
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By Mark A. Altman 


JAWS 45th ANNIVERSARY 
LIMITED EDITION 4K ULTRA HD 
(Universal Home Video) 

Jaws has always had an auspicious 
history on home video with Univer- 
sal’s Signature Edition laserdisc from 
two decades ago being a particular 
standout. Fortunately, its latest release, finally in 4K ultra-high 
def Dolby Vision for the first time, does not disappoint. The shark 
is still not working, but the film has never looked better and the 
Atmos sound does justice to the film’s subtle sound mix and 
John Williams’ pulse-pounding score. Laden with legacy special 
features repurposed from previous releases, including some 
substantive and entertaining making-of docs, this is still one to 
grab before they’re gone, just like poor Ben Gardner. One thing’s 
for sure: you’ll need a bigger subwoofer. 


FLASH GORDON 4K 2 DISC 
LIMITED EDITION 

(Arrow Home Video) 

The campy 1980 sci-fi classic gets 
the loving treatment it deserves in 
this spectacular, feature-laden spe- 
cial edition of director Mike Hodges’ 
love letter to the original serials. 
Goofy, sexy and outrageous, the film 
boasts a Dolby Vision hi-def video transfer that finally does justice 
to its rich color palette and luminous costumes, which have never 
been so beautiful on home video until now. The special features 
are too voluminous to mention here, but it’s worth noting that the 
Special Edition includes the documentary “Life After Flash” about 
star Sam Jones’ career post-Flash Gordon. Allin all, the true savior 
of the universe is Arrow with this amazing release. Gordon’s alive! 


THE RISE OF SKYWALKER 


WARS 
Lobe 
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STAR WARS: EPISODE IX - 

THE RISE OF SKYWALKER 4K ULTRA HD 

(Disney/Buena Vista Home Entertainment) 

Regardless of whether you loved the culmination of the Skywalker 
Saga or found it to be glorified fan service, the 4K UHD release 

of the film is a standout with a gorgeous video transfer of the 
original film elements improving upon the already solid Blu-ray 
version, which is accompanied by a muscular Dolby Atmos sound 
mix on the 4K release (with a DTS-HD Master Audio 7.1 mix on 
the accompanying Blu-ray). Although rumors to the contrary 
claimed that the release would feature an extended cut, this is 
still the theatrical version with deleted scenes MIA. However, the 
two-hour-plus, behind-the-scenes documentary, “The Skywalker 
Saga,” is well worth the price of admission and helps make up for 
the dearth of other bonus material. A digital code is, of course, 
included so you can watch it even when you’re away from your 
Jedi Temple. 
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THE GREAT ESCAPE BLU-RAY 
(The Criterion Collection) 
Another victim of a succession 

of mediocre transfers, The Great 
Escape finally gets the full Criterion 
treatment and it’s never looked 
better than in this excellent new beapick a 
Blu-ray release taken from a new 4K AR Py aie ow 
remaster of the original film nega- 
tive. The spectacular film with one of the great ensembles in film 
history chronicles the escape of British and American prisoners 
of war in World War II and is completely captivating for its entire 
172-minute running time. The film is accompanied by an array 

of legacy bonus features, although the new interview with critic 
Michael Sragow, who talks about the film and legendary director 
John Sturges, is a highlight. 


Listen to Mark A. Altman’s film commentary every week on The 4:30 Movie, available wherever you listen to podcasts. 
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By Edward Gross 


YOU'D BE PRETTY HARD-PRESSED to find a 
guy enjoying his work more than Matt Ryan, the 
Welsh actor who, these days, spends a consider- 
able amount of time either playing or voicing 
John Constantine, from DC’s Hellraiser comic 
book series. 

“It’s been great fleshing out the character 
across the board, really,” he enthuses. “The 
appeal for me is his wit. It’s his self-deprecation. 
It’s the fact that at the end of the day he’s a 


“THE APPEAL FOR 


ME IS HIS WIT. 
IT’S HIS SELF- 
DEPRECATION. IT’S 
THE FACT THAT 
AT THE END OF 
THE DAY HE’S A 
NORMAL GUY.” 
— 
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MATT RYAN 


normal guy. What attracts me to him is his 
humane and working-class quality and how he 
deals with all his torment and the world around 
him, and how he goes about it in a blasé way. 
His courage is questionable at times on the 
surface, but underneath he’s full of courage. 
But | love playing John and working through 
scenes where he’s in these situations and how 
he struggles — or something outside of him 
influence him — to get to a place where he has 
to stand up and do the thing that ultimately he 
doesn’t want to do.” 

Ryan first played the sorcerer in NBC’s 2014 
series, Constantine. Canceled after only one 
season, that seemed to be it for him and the 
role, but then he was asked to reprise the 
character on the CW’s Arrow. And then in the 
animated film Justice League Dark and the 
CW animated webseries Constantine: City of 
Demons (both 2017). From there, he had a 
recurring role in season three of DC’s Legends 
of Tomorrow, becoming a series regular in year 
four; and, most recently, the animated Justice 
League Dark: Apokolips War (2020). 

“Every part of my journey with this character 
after the NBC show has been amazing,” Ryan 
offers. “Whether it’s Arrow, Legends or Justice 


TOON TERROR: 
Constantine in animated form 
in Justice League Dark. 


Photo by 
Gary Miereanu 


League Dark, | can’t get away from him. And I’m 
okay with that, because | still feel that there 
are so many dimensions to explore. Like these 
animated films. They allow him to interact with 
so many different characters that you would 
never see him together with in live action. | 
just feel really privileged to play this character 
and there’s still more for me to find in him. And 
there are so many great comics to read - it’s 
just a world I’m completely engrossed with.” 

One big question is whether or not he'll be 
part of J.J. Abrams’ Justice League Dark live 
action series being developed for HBOMax. 
“Early on in my career when these rumors 
would come out, |’d get all excited,” he explains. 
“Then | learned to kind of just take everything 
with a pinch of salt. Look, | would love to play 
Constantine across all of the mediums and 
why not? | think | have the capability to do 
that and, depending on the style of the actual 
production, you can bring more to it. You can be 
darker. It can be lots of those things and I’d like 
to continue playing the part in any which way 
form. John Constantine is someone who moves 
between places all the time in the DC universe 
and pops out everywhere. 

“That could be me,” Ryan smiles in closing. 
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